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Introducing Crafting 


he existing rules for crafting are easily a side-note for characters to create things during downtime. Though 

many players are accustomed to robust crafting systems from computer RPGs and MMOs and having a wider 

rule-set can bring more texture to a campaign. In addition, the 5E mechanics have a limited economy, especially 

with regards to magic, and so campaigns ina high magic setting don’t have easily accessible mechanics to use 
for creating magic and magic items. 

Additionally, there is a need for integrated major crafting projects into a campaign that doesn’t necessarily take years 
of in-setting time to complete. 

The crafting varient in this Dungeons & Dragons supplement are designed to integrate crafting as a more substan- 
tial part of the game, enable characters to collect, sell, and use resources and allow for the creation of magic to be used in 
a magic economy. 

The supplement is structured as follows: 


1 Foraging. 


Mechanics for collecting resources either in game or during downtime that can be used in crafting or in trade. 


2 Crafting Armor and Weapons. 


Expanded mechanics for creating standard weapons and armor that can be found in the Players Handbook. 


3 Ceremony. 
Crafting magical spells that can be used by any skilled character in ritual and ceremony. 


4 Mysticism. 
Crafting magical spells that can be used by any skilled character by use of meditation and the mind. 


5 Alchemy. 


Crafting magical spells that can be used by any skilled character by use of alchemical processes. 


6 Witchcraft. 


Crafting magical spells that can be used by any skilled character through potions and brews. 
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Foraging 

Player characters can spend time foraging for 
food, water, or raw materials. It takes two hours to 
forage and player characters must have a short rest 
before they can forage again. Player characters cannot 
forage more than four times on a given day of game 
time or downtime. To forage, player characters make a 
Wisdom (Survival) check, with the DC determined by 
the abundance of food, water, or raw materials in the 
region. 


Resource Availability 


Very little, if any, resources 


If the player character is foraging for food or wa- 
ter, a failed check finds nothing. On a successful check 
for food and water, roll 1d6 + the character’s Wisdom 
modifier to determine how much the character finds, 
first in food (pounds) and then another roll for water 
(gallons). 

If the player character is foraging for raw materials 
to be used in crafting, a failed check finds nothing. On 
a successful check, roll on the scarcity table to identify 
the rarity of what was found and then roll on the ap- 
propriate biome table for the region to identify what 
resources was found. Raw materials can be stored and 
used for crafting, but cannot be sold or purchased. 


d00 Raw Material Scarcity 


T 


Raw materials can be found by specific regional 
biomes:urban, temperate, wetlands, alpine, tropical, 
or desert/tundra.Different materials are accessible in 
different margins based upon the biome. When forag- 
ing, roll from the biome tables to determine what type 
of material you found, after you identified its scarcity. 
Certain NPCs and mosters will also leave different 
types of materials according the GM’s discretion. 


d00 Urban Biome 


d00 Temperate Biome 


Insect 
81-90 | Animal 
91-95 | Stone 
96-00 | Metal 


d00 Wetlands Biome 


01-60 | Plant 


61-70 
71-80 
81-90 
91-95 
96-00 


Insect 
Animal 
Tree 
Stone 


Metal 


d00 Alpine Biome 
01-60 | Stone 


61-70 | Metal 


71-80 Tree 
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d00 Tropical Biome d00 Desert/Tundra Biome 


Crafting Armor and Weapons 


Player characters can spend their downtime creating armor and weapons. As a variant to the SRD5 rules, creating 
armor is based upon tool proficiency in Weaver’s Tools, Leatherworker’s Tools, or Smith’s Tools, depending upon the 
armor. The armor also requires certain raw materials that are obtained through foraging or by looting foes. Completed 
armor can be used by characters, or sold according to the market value to a faction (determined by a character’s faction 
points with that faction)--see the Faction rules for more information on selling equipment. 

Armor and weapons are created over a certain amount of downtime days, requiring certain tools, and raw materials 
as specified in the following table. 


Armor Days Proficiency Raw Materials Faction Lvl 0 
Market Price 
Padded Weaver’s Tools leather hide (common animal), wool CRITTER 
(common animal) 


Leather Leatherworker’s Tools leather hide (common animal), cured 15 GP 
leather (semiprecious animal) 


Studded Leather Leatherworker’s Tools | leather hide (common animal), iron (com- 90 GP 
mon metal) 


| Hide O| | Weaver’s Tools | s Tools 2x leather hide (common animal) | SCR GP 


RESTA ECT [Sets Genre ana | wou? 
HA A 
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Weapon Days Proficiency Raw Materials Market 
Price 


ee eee wood (common tree), steel (semiprecious metal) 3 GP 
a ee wood (common tree), steel (semiprecious metal) 
A 
wood (common tree), steel (semiprecious metal) BIGR 
| Mace | Lf Smith’stools | wood (common tree), iron (common metal) GP 1 EP 
AO E 
| Sickle [1 | Woodearverstools | wood (common tree), steel (semiprecious metal) GP 1 EP 
ESA 2x wood (common tree), steel (semiprecious metal) MERMA E 


Crossbow, light Woodcarver's tools wood (common tree), steel (semiprecious metal), hemp cord | 37 GP 1 EP 
(semiprecious ad 


pap 
eae plant) 
Bale | | Bauleae | 2 fO Smith’stools | wood (common tree), } wood (common tree), steel (emiprecious metal) | } wood (common tree), steel (emiprecious metal) | metal) 15 GP 
Eee steel (semiprecious metal), steel chains (semiprecious metal) 15 GP 
Glaive Smith’s tools 2x wood (common tree), 2x steel (semiprecious metal) 30 GP 
A a | 
Greatsword to | Smith’stools | wood (common tree), 2x steel (semiprecious metal) 75 GP 
Ca CO ACC MEE | e 
Lance Woodcarver’s tools 3x wood (common tree), steel (semiprecious metal) 
wood (common tree), steel (semiprecious metal) PN GP AT? 
IR EAS wood (common tree), iron (common metal) 15GP 
MEC TE 2x wood (common tree), steel (semiprecious metal) GP 1 EP 
| Bape o5 | Smith’stools | wood (common tree), steel (semiprecious metal) SMERTER 
| Scimitar | 5 O Smith’stools | wood (common tree), steel (semiprecious metal) 37 GP 1 EP 
[Soot = [tse [een itemise [Scr 
| Trident [2] Smith’stools | wood (common tree), steel (semiprecious metal) GP 1 EP 
i RO E wood (common tree), 3x steel (semiprecious metal) 2 GP Il Tay? 


Crossbow, hand Woodcarver’s tools wood (common tree), steel (semiprecious metal), hemp cord | 112 GP 1 EP 
(semiprecious plant) 


Crossbow, heavy 10 Woodcarver’s tools wood (common tree), steel (semiprecious metal), 2x hemp (GP 
cord (semiprecious plant) 
Longbow Woodcarver’s tools 2x wood (common tree), steel (semiprecious metal), 2x xP 
hemp cord (semiprecious plant) 
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As long as someone has the raw materials and the right skill proficiency they 
can essentially create any spell. Powerful spells require materials that are rare 
and less powerful spells require common materials. There are essentially four 
ways to craft spells: ceremony, mysticism, alchemy, and witchcraft. These four 
methods create different spells and have specific ways in which they must be 

crafted. 


Ceremony 


Ceremonial magic creates spells through intense ritual that utilize raw materials in order to create a wand that 
produces the results of particular magical spells. In general, magic performed via wands calls upon elemental or celestial 
magic in order to perform the spell. The ceremony is an invocation of power beyond the physical realm into a wand that 
stores the energy for when it is ready. Once the wand performs the spell, itis dormant and cannot be used for that pur- 
pose again. 

Once the raw materials are collected, it takes a certain amount of hours to perform the ceremony during which the 
raw materials are consumed. After which, the wand is prepared and ready to use as if it were a known spell. To create 
wands, the player character must use and be proficient in Woodcarver’s tools. Each wand has a minimum character level 
requirement, because it takes more experience to produce higher level spell affects. 

When using an activated wand, the character has the following Spellcasting Ability: 


Spell save DC = 8 + your proficiency bonus + your Intelligence modifier 
Spell attack modifier = your proficiency bonus + your Intelligence modifier 
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Spell 
Light 
Prestidigitation 
Ray of Frost 
Shocking Grasp 
Thaumaturgy 
Alarm 
Burning Hands 
Divine Favor 
Floating Disk 
Guiding Bolt 


Magic Missile 


Level Wand 


1 hour 
1 hour 
1 hour 
1 hour 
1 hour 
4 hours 
4 hours 
4 hours 
Silver charm (semiprecious metal) 4 hours 
4 hours 


Protection from Evil and Good Alder (common tree) Lapis Lazuli (semiprecious stone) 4 hours 


Shield 
Shield of Faith 
Thunderwave 


Unseen Servant 


Arcanist’s Magic Aura 


Blindness/Deafness 
Blur 

Continual Flame 
Enhance Ability 
Flame Blade 
Hold Person 
Levitate 

Prayer of Healing 
Rope Trick 
Scorching Ray 
Shatter 

Call Lightning 


Cone of Cold 
Daylight 

Dispel Magic 
Glyph of Warding 


Lightning Bolt 


Magic Circle 
Sleet Storm 
Water Walk 
Wind Wall 
Animate Objects 


4 hours 
Silver chain (semiprecious metal) 4 hours 
4 hours 
Silk string (semiprecious insect) 4 hours 
8 hours 
8 hours 
Tigerseye (rare stone) 8 hours 
8 hours 
8 hours 
8 hours 
8 hours 


Lightningstruck Ash (semiprecious | Copper rod (common metal) 16 hours 
tree) 


16 hours 
16 hours 
16 hours 
16 hours 


Lightningstruck Alder (semipre- Copper rod (common metal) 16 hours 
cious tree 


) 
16 hours 
16 hours 
16 hours 
(semiprecious tree) 
i ) 


i Redwood (semiprecious tree Granite slab (common stone) 16 hours 
Petrified Elder (semiprecious tree) | Sapphire (rare stone) 24 hours 
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Ceremonial Focus Duration 


Spell 
Awaken 
Banishment 
Black Tentacles 
Conjure Minor Elementals 
Contact Other Plane 
Control Water 
Dispel Evil and Good 
Divination 
Hold Monster 
Ice Storm 
Legend Lore 
Planar Binding 
Private Sanctum 


Raise Dead 


Teleportation Circle 
Wall of Ice 
Blade Barrier 


Chain Lightning 


Fire Storm 
Forbiddance 
Freezing Sphere 
Guards and Wards 
Magnificent Mansion 
Planar Ally 

Plane Shift 
Prismatic Spray 
Teleport 

Word or Recall 
Demiplane 

Holy Aura 

Maze 

Sunburst 


Prismatic Wall 
Storm of Vengeance 


True Resurrection 
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Level Wand Ceremonial Focus Duration 
[9 | Lotus Tree (semiprecious tree) __| Coffee (rare plany 24 hours 


c Obsidian TE stone) Pomegranate (semiprecious tree) 24 hours 


Black coral E stone) aa beak E ie animal) 24 hours 


A ET 24 hour 
E Sacred cypress (semiprecious tree) i (rare stone) 24 hours 
[9 | Sodalite (semiprevioussione) | Lapis lazuli (semiprecious stone) | 24 hours 
[9 Magnolia (semiprecious trec) | Black onyx (rare stone) | 24 hours 
[9 [Sacred Eider (semiprecious ree) _ | Obsidian (semipreciousstone) | 24hours 
24 hour 
[9 | Sodalite (semiprevioussione) | Glacial rock (semiprecious stone) [24 hours 
24 hour 
[9 [Orange Tree (semiprecions ree) | Gold chain (rare meta) | 24 hours 
1g | Sacred Oak (semiprecious tree) — | White crow feather (semiprecious animal) | 24 hours 


mE Weeping willow a Pure gold coins (rare metal) 24 hours 
tree) 


lg |Sacred fig (semiprecious tree) Emerald (rare stone) 24 hours 
ae Fur (semiprecious tree) Polished glacial stone (rare stone) 24 hours 
Baobab (rare tree) Iron from a sword (common metal) 48 hours 


T struck redwood (rare Iron chains (common metal) 48 hours 
EE 


48 hours 


11 |Acacia(raretree) | (rare tree) 


Sunstone ( (semiprecious stone) 


e (rare tree) ae — stone) 48 hours 
Giant Redwood m tree) Dove feather -e animal) 48 hours 


Silver chain se metal) 48 hours 
48 hours 
pel Lazuli sm stone) 48 hours 
48 hours 


48 hours 


Baobab (rare tree) 


Polished obsidian (semiprecious stone) 


Silk Cotton Tree me trec) Spider’s silk (common insect) 48 hours 
Platinum chain (rare metal) 72 hours 
Ancient oak (rare an Diamond (rare stone) 72 hours 


Sacred cedars (rare tree) Engraved mae maze (rare stone) 72 hours 
Opal rare stone 72 hours 


20 Petrified sacred 7 (extraordinary | Polished diamond E stone) 168 hours 
tree) 
Ancient oak driftwood (extraordi- | Holy platinum dagger (extraordinary metal) | 168 hours 
nary tree) 
Sacred Baobab (extraordinary tree) | Ancient mummy wrap (extraordinary plant) | 168 hours 


Mysticism 
Unlike the other types of crafted magic, mysticism does not draw upon primal or natural powers to perform, but 
rather upon the power of the mind and words. The principles behind mysticism enable a crafter to train his or her mind 
in such a specific way that when uttering a word or meditating upon a symbol, the desired outcome occurs. The mystic 
produces a glyph or symbol on an object to meditate upon and uses a tool with which to focus, that is consumed during 
the meditation. Once the meditation is complete, the object is charged with the desired spell and is consumed during the 
use of the spell. To create mystical spells, the player character must use and be proficient in Calligrapher’s supplies. 


Each object with a glyph has a minimum character level requirement, because it takes more experience to produce 
higher level spell affects. 


When using an activated wand, the character has the following Spellcasting Ability: 
Spell save DC = 8 + your proficiency bonus + your Wisdom modifier 


Spell attack modifier = your proficiency bonus + your Wisdom modifier 


Not for resale. Permission granted to print or photocopy this document for personal use only. 10 


Spell 
Guidance 
Message 
Minor Illusion 
Resistance 
True Strike 


Beacon of Hope 
Fear 


Haste 

Hypnotic Pattern 
Major Image 
Mass Healing Word 
Revivily 

Sending 

Slow 

Tongues 

Wall of Force 
Astral Projection 
Power Word Kill 


Weird 


Arcane Eye 
Confusion 
Dominate Person 


Dream 


Freedom of Movement 


Geas 


Greater Restoration 


Hallucinatory Terrain 


Locate Creature 
Mass Cure Wounds 
Mislead 

Modify Memory 
Phantasmal Killer 
Seeming 
Telepathic Bond 
Bane 


Bless 


Level Object with Glyph Meditation Focus Dur. 


1 Wooden Holy Symbol (common tree) Crow feather (common animal 1 hour 
Quartz (common stone) Quill (common animal 1 hour 
Slate (common stone) Moth wing (common insect 1 hour 


imal) 
) 
Iron figure (common metal) Armor piece (common metal) 1 hour 
Arrowhead (common metal) Sword blade (common metal) 1 hour 
Silver Holy Symbol (semiprecious Torch (common tree 16 hours 
metal) 
t fur (c ) 
) 


al) 

) 
Consecrated bone (semiprecious Bat (common animal) 16 hours 
animal) 

al) 


| 16 hours 
5 16 hours 
Silk canvas (semiprecious insect) 16 hours 
16 hours 
Lapis Lazuli (semiprecious stone) 16 hours 
16 hours 
Tortoise shell (semiprecious animal) Molasses (common tree) 16 hours 
Tongue (common animal) 16 hours 
Granite (common stone) 16 hours 
[|_| Diamond circlet (extraordinary stone) | Platinum mirror (extraordinary metal) | 168 hours 


20 Diamond Tablet (extraordinary stone) | Sacred blood from sacrificial animal 168 hours 
(extraordinary animal) 


Ancient Fossil (extraordinary stone) Enchanted Ivory Dice (extraordinary 168 hours 
animal) 


Cat’s Eye (semiprecious stone) Hawk feather (semiprecious animal) 24 hours 


9 

[9 | Germinated Oak (semiprecions tree) | Ant Queen (semiprecions insece) | 24 hours 
24 hours 
[9 | Aquamarine (semiprecious stone) | Sacred sand (rare stone) | 24 hours 


9 Mountain Goat Pelt (semiprecious Hummingbird feather (semiprecious 24 hours 
animal) animal) 


a Enchanted feather (semiprecious Steel animal cage (rare metal) 24 hours 
animal) 


9 Rose quartz (semiprecious stone) 24 hours 
[9 | Fluorite (semiprecious stone) | Polished sandstone (semiprecious stone) | 24 hours 
24 hours 
[9 | Hematite semipreciousstone) | Eagle blood (rareanima) | 2A hours 
24hours 
[9 | Pearl (semipreciousstone) [Ivory (rareanimal) [24hours 
24 hours 

Fine mirror (semiprecious stone) Platinum chain (rare metal) 24 hours 
24 hours 
4 hours 
A hours 
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Spell 
Charm Person 


Command 


Comprehend Languages 


Healing Word 
Heroism 
Illusory Script 
Longstrider 
Silent Image 
Sleep 

Circle of Death 
Contingency 
Divine Word 
Etherealness 
Forcecage 
Heal 

Heroes’ Feast 
Irresistible Dance 


Mass Suggestion 


Mirage Arcane 
Programmed Illusion 


Project Image 


Antipathy/Sympathy 
Feeblemind 
Glibness 


Power Word Stun 


Calm Emotions 
Detect Thoughts 
Enthrall 

Find Steed 
Invisibility 

Lesser Restoration 
Mirror Image 

Ray of Enfeeblement 


See Invisibility 


Silence 
Suggestion 
Zone of Truth 
Aid 


Level ue ect with a Meditation Focus Dur. 


4 hours 
Silver chain (semiprecious metal) 4 hours 
ites laa 4 hours 
1 | Rose quar (common stone) | Snakevernom (semipreciousanimal) | 4 hours 
1 |Woodeamedsigil(commontrec) | Lion fur (semipreciousanima) | 4hours 
|1 |Parehment(common plany | =a ink sa A animal) 4 hours 
A CN A hours 
4 hours 
48 hours 
48 hours 
Sacred bones pre animal) 48 hours 
48 hours 
Steel cage ssp metal) 48 hours 
48 hours 
Gold horn of mi rare metal) 48 hours 
48 hours 


Golden embossed T rare Quill (common animal) 48 hours 
metal) 


m Platinum mirror (rare metal) Owl feather (semiprecious animal) 48 hours 


Diamond (rare stone) Mirror (common stone) 48 hours 


Golden embossed parchment (rare Exotic dye (semiprecious plant) 48 hours 
metal) 


Platinum Holy Symbol (rare metal) Platinum chain (rare metal) T2 hours 
Broken diamond shard (rare stone) Sapphire dust (rare stone) 72 hours 
Perfect Crystal (rare stone) Ruby dust (rare stone) 72 hours 


ae Golden embossed parchment (rare Black Pearl (rare stone) 72 hours 
metal) 


8 hours 
8 hours 
8 hours 
Gold chain (rare metal) 8 hours 
8 hours 
3 Mirror (common stone) 8 hours 
[3 [Mud(common stone) Pristine butterfly wing (rare insect) | 8 hours 


pe Spidersilk blindfold (rare insect) 8 hours 

|3 | Class (common stone) Mute Crow (rare animal) 8 hours 
ol Parchment (common plant) Gold chain (rare stone) 8 hours 
EN Truth sigil (common metal) Gold bell (rare metal) 8 hours 


3 Hand sigil (common metal) Gold locket (rare metal) 8 hours 
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Alchemy 
Alchemy is the process of transmuting a source object into a magic by using a catalyst from raw materials, which is 
consumed during the process. The alchemist creates a magical object through the transmutation and when the object is 
used, it is consumed during the course of the spell. To create alchemy spells, the player character must use and be profi- 
cient in Alchemist’s supplies. 


Each wand has a minimum character level requirement, because it takes more experience to produce higher level 
spell affects. 


When using an alchemical object, the character has the following Spellcasting Ability: 
Spell save DC = 8 + your proficiency bonus + your Intelligence modifier 


Spell attack modifier = your proficiency bonus + your Intelligence modifier 


Not for resale. Permission granted to print or photocopy this document for personal use only. 13 


Spell Lvl Source Object Catalyst Duration 
Mage Hand 1 Leather Glove (common animal) Quartz dust (common stone) 1 hour 
Mending 1 Adhesive compound (common plant) Honey (common insect) 1 hour 
Produce Flame 1 Tinder (common plant) Ash Tree ash (common tree) 1 hour 
Sacred Flame 1 Coal (common stone) Alder tree ash (common tree) 1 hour 
Antimagic Field 20 Polished bedrock (rare stone) Petrified elder (rare tree) 120 hours 
Clone 20 Gold (rare metal) Preserved Brain (rare animal) 120 hours 
Earthquake 20 Cornerstone from an ancient city (rare stone) Stone from a fissure (rare stone) 120 hours 
Incendiary Cloud 20 Opal (rare stone) Black pearl (rare stone) 120 hours 
Animate Dead 5) Silver Holy Symbol (semiprecious metal) Bone (common animal) 16 hours 
Blink 5 Tigerseye (semiprecious stone) Cloth patch (common plant) 16 hours 
Clairvoyance 5 Amethyst (semiprecious stone) Glass (common stone) 16 hours 
Fire Shield 5 Sulfer (semiprecious stone) Iron shield (common metal) 16 hours 
Fireball 5 Sulfur (semiprecious stone) Copper (common metal) 16 hours 
Gaseous Form 5 Smoky Quartz (semiprecious stone) quartz (common stone) 16 hours 
Meld into Stone 5) Magnet (semiprecious stone) Quartz (common stone) 16 hours 
Protection from 5 Amethyst (semiprecious stone) Tron shield (common metal) 16 hours 
Energy 
Spirit Guardian 5 Amethyst (semiprecious stone) Iron sword (common metal) 16 hours 
Tiny Hut 5 Malachite (semiprecious stone) Copper engraving (common metal) 16 hours 
Gate Pearl doorknob (extraordinary stone) Platinum mirror (extraordinary metal) | 168 hours 
Imprisonment Platinum bars (extraordinary metal) Diamond bars (extraordinary stone) 168 hours 
Time Stop Diamond dust (extraordinary stone) Platinum watch (extraordinary metal) | 168 hours 
Dimension Door 9 Amethyst (semiprecious stone) Lapis Lazuli (semiprecious stone) 24 hours 
Fabricate 9 Sulfer (semiprecious stone) Amethyst (semiprecious stone) 24 hours 
Polymorph 9 Pyrite (semiprecious stone) Hawk feather (semiprecious animal) 24 hours 
Resilient Sphere 9) Steel (semiprecious metal) Sacred oak disk (semiprecious tree) 24 hours 
Secret Chest 9 Smoky Quartz (semiprecious stone) Amethyst (semiprecious stone) 24 hours 
Stone Shape 9 Sanctified clay (semiprecious stone) High-quality stone figure (semipre- 24 hours 
cious stone) 
Stoneskin 9 Obsidian (semiprecious stone) Steel figure (semiprecious metal) 24 hours 
Color Spray 1 Lily (common plant) Parrot feathers (semiprecious animal) | 4 hours 
Create or Destroy 1 River reed (common plant) Aquamarine (semiprecious stone) 4 hours 
Water 
Detect Evil and Good | 1 Dove feather (common animal) Onxy (semiprecious stone) 4 hours 
Detect Magic 1 Alder branch (common tree) Lapis Lazuli (semiprecious stone) 4 hours 
Detect Poison and Spider (common insect) Smoky Quartz (semiprecious stone) | 4 hours 
Disease 
Fog Cloud 1 Willow (common tree) Poisonous plant (semiprecious plant) | 4 hours 
Grease 1 Iron (common metal) Olive Oil (semiprecious plant) 4 hours 
Identify 1 Glass (common stone) Sodalite (semiprecious stone) 4 hours 
Mage Armor 1 Helm (common metal) Steel plate (semiprecious metal) 4 hours 
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Spell Lvl Source Object Catalyst Duration 
Purify Food and Drink | 1 Moldy bread (common plant) Poppy Milk (semiprecious plant) 4 hours 
Sanctuary 1 Granite (common stone) Steel cage (semiprecious metal) 4 hours 
Antilife Shell 11 Obsidian (semiprecious stone) Platinum chain (rare metal) 48 hours 
Arcane Hand 11 Amethyst (semiprecious stone) Gold glove (rare metal) 48 hours 
Conjure Elemental 11 Sulfer (semiprecious stone) Ruby (rare stone) 48 hours 
Creation 11 Amethyst (semiprecious stone) Lodestone (rare stone) 48 hours 
Flame Strike 11 Sulfur (semiprecious stone) Ruby (rare stone) 48 hours 
Reincarnate 11 Jade (semiprecious stone) Mercury (rare metal) 48 hours 
Telekinesis 11 Lapis Lazuli (semiprecious stone) Emerald (rare stone) 48 hours 
Wall of Fire ii Sulfur (semiprecious stone) Mercury (rare metal) 48 hours 
Wall of Stone 11 Marble (semiprecious stone) Stone from a fallen keep (rare stone) 48 hours 
Create Undead 15 Black Pearl (rare stone) Vulture feather (common animal) 72 hours 
Disintegrate 15 Explosive dust (rare stone) Ash (common tree) 72 hours 
Flesh to Stone l5 Gold (rare metal) Rotting flesh (common animal) 72 hours 
Globe of Invulnera- 15 Lodestone (rare stone) Iron shield (common metal) 72 hours 
bility 
Instant Summons 115) Platinum chain (rare metal) Yew (common tree) 72 hours 
Magic Jar 15 Gold dust (rare metal) Glass (common stone) 72 hours 
Sunbeam 15 Gold block (rare metal) Sunflower (common plant) 72 hours 
Wind Walk 15 Platinum block (rare metal) Quartz (common stone) 72 hours 
Acid Arrow S) Arrow (common tree) Black Mamba Poison (rare animal) 8 hours 
Arcane Lock 3 Iron chain (common metal) Gold dust (rare metal) 8 hours 
Find Traps 3 Animal trap (common metal) Spyglass lens (rare stone) 8 hours 
Flaming Sphere 3 Tron sphere (common metal) Brimstone (rare stone) 8 hours 
Heat Metal 3 Iron plate (common metal) Brimstone (rare stone) 8 hours 
Knock 3 Leather Glove (common animal) Gold knocker (rare metal) 8 hours 
Locate Object 3 Pewter figure (common metal) Spyglass lens (rare stone) 8 hours 
Magic Mouth 2 Tooth (common animal) Parchment with ancient letters (rare 8 hours 
plant) 
Magic Weapon 3 Dagger (common metal) Gold dagger (rare metal) 8 hours 
Protection from Blood (common animal) Black Mamba venom (rare animal) 8 hours 
Poison 
Spiritual Weapon 3 Dagger (common metal) Mercury (rare metal) 8 hours 
Warding Bond 3 Granite (common stone) Gold ring (rare metal) 8 hours 
Arcane Sword y Platinum blade (rare metal) Silver blade (semiprecious metal) 96 hours 
Reverse Gravity 17 Lodesetone (rare stone) Lead (semiprecious stone 96 hours 
Sequester Uv Ruby (rare stone) Lapis Lazuli powder (semiprecious 96 hours 
stone) 
Simulacrum 17 Magically preserved ice (rare stone) Amethyst (semiprecious stone) 96 hours 
Symbol 17 Platinum Holy Symbol (rare metal) Silver ring (semiprecious metal) 96 hours 
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Witchcraft 


Witchcraft is the process of creating magic through potions and brewing. Raw materials are distilled and brewed 
together to create a concoction which, depending upon the spell, is thrown at a target, consumed, or poured. To perform 
witchcraft, the player character must use and be proficient in Brewer’s Supplies. 


Each brew or tincture has a minimum character level requirement, because it takes more experience to produce 
higher level spell affects. 


When using an activated wand, the character has the following Spellcasting Ability: 


Spell save DC = 8 + your proficiency bonus + your Charisma modifier 
Spell attack modifier = your proficiency bonus + your Charisma modifier 
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Spell Lvl Brew/Tincture Catalyst Duration 


Acid Splash 1 hour 
Chill Touch 1hour 
Dancing Lights 1 hour 
Shillelagh Tron spike (common meta) | 

Animal Shapes | Eagle feather (rarcanimal) | 

Control Weather 0 | Heart of tree oflife (rare tree) | 

Dominate Monster 0 rare metal) 120 hours 


Scared earth (rare stone Heart of tree of life (rare tree) 120 hours 


Fly 


i ( 
) 
Iron spike (common metal) 1 hour 
Eagle feather (rare animal) 120 hours 
) 
( 


: ) 

Golden chain 
Mind Blank 2( Preserved Brain (rare animal) 120 hours 
Wish 0 Diamond ring (extraordinary stone) | 120 hours 
Conjure Animals : Fangs (Common animal) 16 hours 

Fly (common insect) 16 hours 
Plant Growth Vine (common plant) 16 hours 

i al) 


Phantom Steed G White horse (semiprecious animal Iron horseshoe (common metal) 16 hours 
Remove Curse E Silver tincture (semiprecious metal Holy Symbol (common metal) 16 hours 


Speak with Plants Sacred Alder (semiprecious tree) Rose (common plant) 16 hours 
Speak with the Dead E Bone (common animal) 16 hours 
Stinking Cloud Cave mushroom (semiprecious plant Stinkbug (common insect) 16 hours 


Vampiric Touch £ Bone ofthe undead (semiprecious animal Bat teeth (common animal) 16 hours 


Water Breathing Whale bladder (semiprecious animal Fish (common animal) 16 hours 
Foresight f 
Shapechange 


Bones of a shapechanger (extraordinary Diamond dust (extraordinary stone) | 168 hours 
animal) 


) 
al) 
Enchanted mercury (extraordinary stone) | Rare mirror (extraordinary metal) 168 hours 


Sacred grave dirt (semiprecious stone 


True Polymorph 


i ) 
es fal 
Eyes of a sage (extraordinary animal) | 168 hours 
(extraordinary 
Te 
ious stone) 


Blight Plague rat (semiprecious animal) 24 hours 
Darkness 9 Black oil (semiprecious stone Moth (common insect) 24 hours 
Death Ward Steel shield (semiprecious metal) 24 hours 
Dominate Beast Bone ofa deadly beast (semiprecious Silver chain (semiprecious metal) 24 hours 
animal) 
Faithful Hound Bones of a beloved pet (semiprecious Silver chain (semiprecious metal) 24 hours 
animal) 
Giant Insect Giant wasp (semiprecious insect) 24 hours 
Greater Invisibility 24 hour 
Cure Wounds Elderplant (semiprecious plant) 4 hours 
Disguise Self Pyrite dust (semiprecious stone) 4 hours 
Entangle Crushed orb spider (semiprecious 4 hours 
insect) 
Expeditious Retreat Aquamarine dust (semiprecious 4 hours 
stone) 
Faerie Fire A hours 
False Life A hours 
Feather Fall ) 


© 


Sparrow Feather (common animal Falcon Feather (semiprecious 4 hours 
animal) 
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Spell 
Hideous Laughter 
Inflict Wounds 


Jump 


Speak with Animals 
Cloudkill 
Commune 


Commune with Nature 


Conjure Woodland Beings 


Contagion 
Hallow 

Insect Plague 
Scrying 

Tree Stride 
Conjure Fey 
Eyebite 

Find the Path 
Harm 
Transport via Plant 
True Seeing 
Wall of Thrones 
Alter Self 


Animal Messenger 


Augury 
Barkskin 


Darkvision 
Enlarge/Reduce 

Gentle Repose 

Locate Animals or Plants 
Misty Step 

Spider Climb 

Spike Growth 

Web 


Conjure Celestial 


Delayed Blast Fireball 
Finger of Death 


Regenerate 


Resurrection 


Lvl 
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Brew/ Tincture 
Skull (common animal) 
Animal flesh (common animal 


Rabbit legs (common animal) 
( 


Animal bone (common animal) 
Black oil (semiprecious stone 


Silver elixir (semiprecious metal 


Redwood (semiprecious tree 


Fairy Ring Lilies (semiprecious plant) 


Plague Elixir (semiprecious plant) 
Silver elixir (semiprecious metal) 


Cicada (semiprecious insect) 


Enchanted tea leaves (semiprecious plant) 


Sacred Oak (semiprecious tree) 
Fairy dust (rare stone 
( 


Ivory elixir (rare animal) 


) 
Blood of the murdered (rare animal) 
Fairy vine (rare plant) 
Eagle eyes (rare animal) 
( al) 


Gold elixir (rare metal 


Cursed grave dirt (rare stone) 


Blood (common animal) 


Pigeon (common animal) 


Eagle (rare animal) 


Blast powder (rare stone) 


Finger of the undead (rare animal) 


Sanctified healing herbs (rare plant) 


Consecrated grave dirt (rare stone) 


Catalyst 


Pristine jaw (semiprecious animal) 


Steel blade (semiprecious metal) 


Jumping lizard (semiprecious 
animal) 


Tongue (semiprecious animal) 


Temple viper poison (rare animal) 


Gold chain (rare metal) 

Eagle feather (rare animal) 

Fairy Ring Mushroom (rare plant) 
Infested rodent (rare animal) 
Platinum sphere (rare metal) 


Infested plant (rare plant) 


Crystal ball (rare stone) 
Spider monkey fur (rare animal) 
Butterfly wing (common insect) 
Bone (common animal) 
Teeth (common animal) 


Tron blade (common metal) 


Vine (common plant) 

Elm (common tree) 

Granite (common stone) 
Obsidian mirror (rare stone) 


Golden-woven parchment (rare 
metal) 


Golden dice (rare metal) 

Golden breastplate (rare metal) 
Gold dust (rare metal) 

Platinum flakes (rare metal) 

Rare silk (rare insect) 

Ruby dust (rare stone) 

Opal dust (rare stone) 

Tarantula (rare insect) 

Horned Lizard (rare animal) 

Rotten log of ancient tree (rare tree) 


Silver holy symbol (semiprecious 
metal) 


Sulfur (semiprecious stone) 


Tombstone dust (semiprecious 
stone) 


Dove feathers (semiprecious animal) 


Silver symbol (semiprecious metal) 
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Duration 
4 hours 
4 hours 


4 hours 


4 hours 

48 hours 
48 hours 
48 hours 
48 hours 
48 hours 
48 hours 
48 hours 
48 hours 
48 hours 
72 hours 
72 hours 
72 hours 
72 hours 
72 hours 
72 hours 
72 hours 
8 hours 


8 hours 


8 hours 
8 hours 
8 hours 
8 hours 
8 hours 
8 hours 
8 hours 
8 hours 
8 hours 
8 hours 
96 hours 


96 hours 
96 hours 


96 hours 
96 hours 
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Thanks for reading and incorporating these mechanics in your game. Please let me know how it goes! 


http://christopher.world 
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